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I. INTRODUCTION 

/ * 

’ • I 

CONGRATULATIONS. You are now part of the elite branch of the • 

ATARION STARSHIP FLEET — the STAR RAIDERS. You're about to 

/ 

accumulate many hours of flight time while battling some elusive 
but deadly interplanetary enemies. The battleground will be 
the entire galaxy, which for your convenience has been divided 
into "sectors" that are displayed on a Galactic Chart. The 
galaxy will literally be at your fingertips. 

• * ' t \ 

The ranking you receive on each mission will depend on how 
well you develop your skills in space. The NOVICE level will 
help you get started and will give you a taste of what STAR 
RAIDERS is about. The going get 1 s much tougher from there. 

You can work your way up to PILOT, then WARRIOR, and finally 

' * 

to COMMANDER, which is reserved for the smartest, most skilled 
players. ♦ » < . 

The three enemy empires you’re at war with have three distinctive 
starships of their own. All three are always on the move and 
capable of inflicting damage or even destroying your own star- 
ship. Your galactic counterparts are known as the Benzzooms, 
the Therberworbs , and the Glactomites. (screen diagram of each) 

During battle you will be concerned only with those enemies 
occupying the same sector you’re currently in, although you have 
the ability to "hyperwarp" to any sector at any time. When you 
destroy an enemy starship with one of your photon torpedoes, that 
starship stays destroyed for the remainder of the game. Photon 
torpedoes are projectile weapons — you either hit the target or 
miss, it completely. There are no partial hits. Photon torpedoes 
cannot be aimed precisely, so there is always some randomness in- 
volved in the direction they travel. 
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# 

During each mission or game you will receive updated information 
_ * 

from the computer on the status of your starship and equipment, 

unless your computer has been destroyed or damaged. When ■ that 
# • 

occurs you're on your own until repair’s are made. 

•» • 

There are meteors flying through space which are mostly a nuisance, 
provided your shields are up. A meteor can, however damage or 
destroy your ship if it hits, you when your shields are down. You 
can destroy a. meteor by hitting it with one of your photon tor- 
pedoes. • 

4 

There are also starbases which allow you to stop for repairs. 

The number of starbases in a mission depends on the skill level 

you’re playing. Docking at a starbase enables you to receive a 

* 

new supply of energy and to repair damaged and destroyed equip- 
ment r 

y 

t 

'STAR RAIDERS is a dynamic game, full of depth and detail. The 
instructions contained in this booklet are as complete as is 
practically possible. No attempt was made to describe every 
minute 'detail about the game, although there is considerably 

. V i 

more information here than, you need to get started. 

/ • 

! 

After reading these instructions carefully, acquaint yourself 
with the basic operations of the game, and with using the Joy- 
stick, then start playing. After each game you will know more 
about the important aspects of gameplay, and the depth of the 

. . V * 

game will become more apparent- to you. 

Becoming a COMMANDER will take quite a bit of flight time.. Good 
luck, the galaxy awaits you 

r / 

i • » 


r 
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Mission Objectives 

i 

Your objectives in space are fivefold. Primarily, your mission 
is to destroy- all of the enemy starships without being destroyed 
yourself, or at least with as little damage to yourself as pos- 
sible, ■ 

Your secondary objectives are to complete the mission in as lit- 
de time as possible, with minimal energy expended, and without 
allowing starbases to be destroyed.' 

II. INSERTING CARTRIDGES 

% 

This Game Cartridge plays on the ATARI 400™ or the ATARI 800™ 

• * ‘ . ’ 

System. Insert in the LEFT CARTRIDGE slot on the ATARI 800 System. 
Be sure the POWER ON/OFF switch is ON. The ATARI 400 and ATARI 

■ I 

800 Systems automatically shut off whenever the cartridge door is 

lifted. This prevents damage to the computer and to the cartridge. 

1 

(The power indicator light on the Console will be on when the cart- 
ridge door is closed, and off when the door is open.) 

III. USING THE JOYSTICK CONTROLLER 

i 

Use one of your Joystick Controllers with this Game Cartridge. 

Be sure to plug the controller cable firmly into the number 1 jack 
on the front of your ATARI 400 or ATARI 800 Console. Hold the con- 
troller with the red button to your upper left toward the television 
screen . 


1 
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Control Stick Operation ' . 

t 

\ 

0 

In keeping with official Fleet jargon we will henceforth refer 
to the Joystick as the "Control Stick." As shown in the dia- 
gram , pushing the Control Stick forward causes your starship to 
dive. Pull the stick back and your ship rises. Push the Con- 
trol Stick left and your ship turns to port, or to the left side 

• t 

of the ship facing forward. -Push the stick to the right to steer 
your ship to the starboard or right side of the ship facing for- 

f 

Push the red controller button — 
henceforth referred to as the f ire 

button — to fire your photon tor- 
pedoes . 


Using the Control Stick to steer your starship effectively and 
accurately will take practice. Don f t be discouraged if at first 
it seems awkward. Your steering ability will sharpen with time. 



t 


% TO BEGIN PLAY 

Console Controls 

Make sure the POWER ON/OFF switch is ON, the Control Stick^is 
firmly plugged in, and the cartridge is firmly inserted into the 
Console slot. 
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Push the SELECT button on the Console to choose the mission ' 
difficulty level you wish to play. Each time you press SELECT 
the display will show the mission level at the top of the screen 
The NOVICE, PILOT, WARRIOR, and COMMANDER missions are explained 
fully in Section IX - SKILL LEVEL DESCRIPTIONS. 

After choosing a difficulty level, press START to begin your 
mission t The SYSTEM RESET button will abort a mission and re- 
turn STAR RAIDERS to the NOVICE mission level. • ' 

(The OPTION, button has no effect in STAR RAIDERS.) 


CONTROLS KEYS 

The following Keyboard keys control and direct the STAR RAIDERS 
gameplay : . . ■ - ' _ 

/ _ 

0-9 - Sub-Light- Engine Control (speed) 

A - Aft View 

C - Computer Attack Control 

F, - Front Vi^w 

G - Galactic Chart 

# 

H - Hyperwarp Engines Engaged 

L - Long-Range Sector Scan 

M - Manual Target Selector ' ' 

S ' - Shields _ 

T - Tracking Computer 

P - Pause (suspends game) 
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0-9 - Sub-Light ■ Engine Control - .. • . 

•> * 

Use these keys to select the- velocity or speed at which your 
starship travels. The .corresponding speed is displayed at 


the 

far left cor: 

Key 

0 - 
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Control Panel Display 


lleloah 


A - Aft View 

if- 

Shows view of space behind your _ starship . 


C - Computer Attack Control 

I 

Displays "cross hairs" in front 

plays the Attack Computer Display^ 
right corner of the screen. 


, ancj/' — • — views. Also dis- 
in the front view at the lower 


F - Front View 



Shows view of space in front of your starship. 



t. -/ 
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- Galactic Chart . 

. ' . \ . 

* 

'ne Galactic Chart is one of your . most important tools during 
uch mission. It provides you with a display of the entire 
yilaxy, divided into "sectors" on the screen. Each sector 
ontains either enemy starships, a friendly starbase, or is 
^inhabited'. 


■ ' shaped objects are starbases. The other objects are 
lemy targets. A sector with “S, means three enemy starships 

■ ecupy that sector. A sector with^^r* means four enemy star- 
hips are in that sector. When a sector has a “2^ in it there 

..re one or two enemy starships. 


v' ou will also notice two dots on the Galactic Chart. One dot 
^presents your present position, the other dot (which moves 
, i.a the Control Stick), indicates your hyperwarp destination. 


/ 


w ou must move the dot to the sector you wish to travel to, and 
: hen "hyperwarp" to that sector. Checking the Galactic Chart 
frequently is important not only to mark the progress of the mis- 
sion, but also because the computer will shift the groups of 
• iemy st^mships periodically in an effort to surround and destroy 
iarbases. Whenever a. starbase is surrounded, you have one minute 
• 0 clear a sector adjacent to the starbase to save it. 


here is vital information displayed, just under the Galactic Chart 
ii pbe screen. As you move the dot to each sector , the amount of 
oergy needed to hyperwarp to that sector is shown £ ' iCV 


V — / 

'.ased on distance) , and the number of enemy targets that occupy 
1 hat sector is displayed T"^ 3 • The "Star Date is also 

’•own. uMi(h K'-C 


elcux&d 
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In addition, there is "Damage Control" (DC) information lo- 

* < ' 

cated at the bottom, right side of the screen/Tl The letters 
correspond to the following equipment: 


P - Photons E = Engines S = Shields 

C = < Computer L = Long-Range Scan ■ R = Sub-Space Radio 


The status of the equipment is defined 
letter indicates- the equipment is okay 
Yellow indicates damaged equipment and 
has been destroyed. 

N 


by color. A green 
or working normally. ' 
red means the ■ equipment 

: y 

* * , 
I ! 


H - HYPERWARP ENGINES ENGAGED 


You must engage hyperwarp- to move from sector to sector. You 
do this after moving the dot with the control _stick to the de- 
sired sector. ■ • 


At the NOVICE level you need not "steer" into hyperspace. ■ 

However at the PILOT, WARRIOR, and COMMANDER levels you must 

* • ' 

steer while in hyper space.- Using the Control Stick, keep the 
hyperwarp target lined up between the cross hairs as closely 
as possible while hyperwarp is engaged. If- you get too far out 

I 

of line, you may end up in the wrong sector. The difficulty * 
in hyperwarping from sector to sector increases with distance. 

i 

The closer you jump to the center of a sector, the closer you 
will be to the targets. To abort hyperwarp, press any one of- 
the engine control keys (0-9). 
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L - Long-Range Sector Scan " ' 

i m 

This will show you a top view of\ the sector your starship is 
in. • Your ship is in the center and all other objects in the 
sector rotate around it. 


M - Manual Target Selector . • 

Normally, target selection is done automatically, provided 
your computer has not been • destroyed . By pressing M you can 

\ «r'W r 

manually select another target. 

, Target select: 0,1 = Enemy Zylon; 2 = Star base; 3 = Hyperwarp 

(i ^ target 

I 

S - Shields 

The Shields protect your starship. When they are activated there 
will be a bluish tint to space. When not activated space will 
appear black. Your starship will be destroyed if hit when the 
shields are down. / (amA I* C cLlCa\ 

loUiA uuuf sLiklds cue ov 

T - Tracking Computer 


When you activate the Tracking Computer it automatically tracks 

I 

the selected target as it moves from Front to Aft views. This 
of course will cause the screen display to shift from Front to 
Aft views in space. 

Warning: This mode should be used primarily by experienced 

space pilots. 
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■P - Pau 


se 


Stops the mission temporarily To 

the Control Stick in any direction. 00 " mlssion «»y« 






• Panel Display - 

* 

The Control Panel Display indicators are l 
front view of space is on the' screen Th' ^ “ hen * he 

. -ted toward the bottom of. the ^ ^ 

t 

V: 12 (Velocity) K:18i(Kill s ) ■ 

T:2 (Target selected )~clw<p *> r . 9 , r7v 260 (Ene ^V left) 

1^6:10 (Horizontal offset of t' x ^ TVaCkin Z Com Puter is on) 

offset of target) fi . 0:12 (Vertica! offset o 

R: 10 (Range of target) . tarEet) 




£) 


I t*,(w V""'- V . 

V Whenever your energy level drnn v ’ 

Display win flash JJ^ew. 6 °" 10 °°’ the Con trol Pane 

yu>”* 

Wv\tssvgv»- 

a^gjL-g pmputer Display 


'5* 


The Attack Computer DisDlav 

of the screen when the Front vlewTf ^ the . b ° tt0m ’ ri S h f oo r 

OP the zylon in the. middle of the Atta^C “ Sh °™' ^ 

Ca " track a .^ locate eneuy targets. 0 f ^ you 

y argets; or friendly starbases. 

When you center the zylon you will notio ■ a- 

edges of the display -- indicator marks on ■ 


IrvT 


I 


-1 
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Also note that 9 = 0, and 0 = 0 when the target' is centered." 

When R=+ (plus) any number the target is in front of your 

starship; a - (minus) number indicates the' target is’ behind 
your ship. 

a 

• * 

Whenever you aife in an empty sector there will not be a ' 
zylon m the Attack Computer Display. Likewise, when you 
destroy all enemy targets in a sector, the zylon will disap- 
pear from the Attack Computer Display. 


Sub-Space Radio 

■ - ' \ 


The Sub-Space Radio is used for updating the Galactic' Chart. 

It relays the messages: "Starbase Surrounded" and "Starbase 

Destroyed." It also functions as a targets indicator. If . 

the Sub-Space Radio is damaged- the Galactic . Chart will not be 

updated. If destroyed, no radio communication functions are 
performed . . • 


VI. ENERGY USAGE 


You start each^mission with 9999 units of energy. Every operatio 

of your starship requires energy. There are however, different 

levels of energy needed for different starship functions. If you 

allow your energy supply to run out (reach zero) tlje mission will 

be aborted. You may obtain a new supply of energy by docking at 

a starbase, the procedure for which is described in the next sec- 
tion (VII. STARBASE DOCKING)'. . ‘ 


NOTE: The Control Panel temporarily becomes red on the screen 

when- your energy level drops below 1000 units. 


I 
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Energy Drain 


Rea soil for Drain 

For each enemy photon hit 

For each photon fired 

Per second when shields (S) are up 

Per second when computer (C) is 
activated' 


Unit Drain 


100 units 
10 units 
2 units 


1/2 unit 


Per second for life support 
system (always on) 


1/4 unit 


Energy Used for Engines 


Sub-Light Speed 


Unit' Drain Per Second 


0 

1 

2 

3 

4 

5 

6 

7 

8 
9 


0 

1 

r.$ 

2 

2,5 

3 

3-5 

7.-y 

11.25 

15 



i 
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Energy Used for Hyperwarping / 

r 


Hyper war-p Distan ce (in sectors) 

i 

i 




Energy Drain per* Jump 

100 
130 
160 
200 
23 0 
500 
700 
800 
» §00 
1200 
1250 

1300 * 

1350 

1400 ’ 

1550 
1700 
1840 
2000 
2080 
2160 
2230 
2320 . 

2410 

2500 


\ 




VII. STARBASE DOCKING 

*S * * 

When is damaged or destroyed on your starship, or when 

your energy supply is low, it is necessary to dock with a star- 
base. . ■ 

• / 

-* r 

\ 

After hyperwarping to a starbase, center the zylon in the Attack 

Computer Display. Check the range (R) showing on the Control 

Panel Display to determine the. distance between you and the star 
base. ' 


1 
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You may want 'to use the Long-Range Sector Scan (L) to locate 
the starbase, especially if your computer has been destroyed. 
Using the Control Stick, maneuver the starbase so that it is 
in front of you, which would be toward the top of the screen. 

» 

Docking is established when the starbase is in the center of 
the cross hairs at a minimum distance from your ship. Engine 
speed must be reduced to zero to dock. When three small win- 
dows appear on both edges o*f the starbase, and it is centered 
between the cross hair s , .the message, "ORBIT ESTABLISHED" will 
appear on the screen, followed by the message, "STANDBY. 

When the message,' "TRANSFER COMPLETE," appears it is safe to 

hyperward "to another sector . 

NOTE: If you hit a button or key, or move the Control Stick 

before docking is complete, the operation will be interrupted 
and the message "DOCKING ABORTED" will appear on the screen. 
Retrace the’ previous steps to complete docking. 


VIII- RATING 


At the conclusion of 'each mission your rating is calculated 
automatically by the computer. The rating is established by 
the following five factors: 

1. ' Mission level (NOVICE, PILOT, WARRIOR, COMMANDER). 

2. Number of enemy destroyed. 

3. Amount of energy used, . * 

4. Length of time taken to complete mission, 

5. Number of starbases destroyed. ' , 
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These five factors are worked into the following formula 

to establish a rating: ' , ' ( 

- » 

,M + 6 (# of enemy destroyed) - . erier> Sy used _ 

100 

length of time taken - 14 ( # of starbases destroyed) 

100 


Values for M 


t 


Mission Level 

Mission 

. • 

Completed 

* ♦ r 

Mission 

Aborted 

Starship 
Destroyed ' 

NOVICE 

M = 8 0 

M = 60 

O 

J* 

II 

PILOT 

M = 7 6 

M = 60 

M = 50 

WARRIOR 

o 

CO 

II 

o 

LQ 

II 

M = 40 

COMMANDER 

M = 111 

M = 100 

o 

cn 

it 


. Your rating is displayed by rank and class. The bottom rank 
is Rookie, the top rank is Commander, with several others in 

\ t • # * # 

between (see- below). The classes are 1 through 5 with 1 being 
the' highest and 5 being the lowest. The classes divide each 
rank into five equal parts, ' 

RATING MISSION SCORE 

■ * 

ROOKIE 48-79 

NOVICE ’ 80 - 111 

ENSIGN 112 - 143. , .. .. 

PILOT . 144 - 175. . - 

ACE •• 176 - 191 

LIEUTANENT 192 .- 207 

WARRIOR ■ 208 - 223 

CAPTAIN 224 - 239 

w) COMMANDER 240 - 255 

If you fail to score at least 48 points during a mission you 
will receive a gag ranking, such as "GARBAGE SCOW CAPTAIN," OR 

"GALACTIC COOK." 
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IX, SKILL LEVEL DESCRIPTIONS ' - ■ ' . ' . ' 

* * * S 

Simplified NOVICE Instructions . • ' ■ - 

1. If necessary, use the SELECT button to bring up the 
- NOVICE mission on the screen. 

2. Press START. . x . 

3. Press S and C on the Keyboard .( shields up and Computer. 

Attack Display on) . . 

4. ' Press key G to display the Galactic Chart. _ #/ ■ 

Using the Control Sticky'move ' the .hyperwarp destination 
dot to an enemy sector.^ 

5. Press key F (Front View), then engage hyperwarp by pressing 
key H. Your -starship will hyperwarp automatically to the 

desired sector. 

6. ■ To find enemy targets in a sector: 

• Center the zylon in the middle of the Attack Computer 
Display. - 

♦ 

* / ‘ \ „ • % 

• Note that Q =.+ 0 , and 0 = +0, and R = a low + (plus) 

number when the enemy targets appear on the screen. 

/ 

7. Using- your photon torpedoes, destroy all enemy targets in 
the sector. 

8. Hove to another enemy sector and repeat the same procedure. 

Obviously, it is to your advantage to attack first the enemy 

targets which are threatening a starbase. (Remember, if a 

starbase is surrounded, you have only one minute to clear a 

sector adjacent to the starbase to save it. ) 

\ 

\ 

Keep an eye on the Control .Panel indicators and the Galactic Chart 
so that you are aware of the status of the misssion at all times. 
There/vthree starbases and 27 enemy starships at the NOVICE level. 


The mission ends when:- a.. 

b. 

c . 


You' destroy all enemy targets. 
You run out of energy . 

Your starship -is destroyed. 
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PILOT Mission • - 

* — » 

♦ . « 

0 

’ » ' • 

There are ■A starbases and 36 enemy starships at the PILOT 
skill level. Also, you must steer your ship during 'hyperwarp, 
which you will find adds a more difficult perspective to your 
flight. ■ 1 

Your starship will be more susceptible to enemy attacks 

at the NOVICE level, and you will find the mission more 
ficult in general. 

i 

WARRIOR Mission 

• \ t 

You will find if even more difficulf fo survive at fhis 
level. There are 5 sfarbases and 45 enemy starships fo 
wifh during, the WARRIOR mission. You must move quickly 

your ship will be highly susceptible to enemy attack. 

- ♦ * 

/ 

V 

COMMANDER Mission . • 

— — ~ 

/ 

( 

This skill level is reserved for only the most experienced 

STAR RAIDERS. There are 6 starbases and 54 enemy starships 

at the COMMANDER level. . Just getting through the mission 

in one piece will be an accomplishment. There will be no time 

for hestitation and you will be under constant attack. Make 

sure you’re capable of handling the worst circumstances before 

you take on the COMMANDER mission. 

* * 


than 

dif- 
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